
2.ADAPTATION



Relevant Media

CINEMA

COMICS PUZZLES



→ Screenwriting

→ Drawing Comics

→ Puzzle Design

Pipeline



Screenwriting

REFERENCES WORLDBUILDING SCREENPLAY



Screenwriting → Drawing Comics



Drawing Comics



Drawing Comics



Drawing Comics → Puzzle Design



3D Development



3D Development 



3D Development – Cartoon/Outline Shader



3D Development – Cartoon/Outline Shader



Blending 2D and 3D



Adaptation: What we did we learn?

What worked:

- Story Prompt → Visuals → Puzzles

What can be improved:

- Visual Logic → User Intuition



3.INNOVATION



What’s next?



We push for an experience 
unique to the medium 



New Schemes → Next 
Prototype



Narrative insights: 
Moving away from adaptation

Traditional passive storytelling:

sequences choreographed, 

No agency for the players

1. Comics Format

2. Cinematic format 

(Animation/TV/Film

)

Frames are fixed, 

predetermined. 

Previous attempts at 

breaking/extending the 

frame; 



Catalyst

Narrative insights
1.breaking the frame into “interactable” 
smaller frames

Traditional cinematic and comic - Our scheme

Subject

Result

Subject Environment Catalyst

Result

Environment 

Narrative insight 1 

A modular moving 
canvas:



Narrative insight 2 

Order matters:   

Narrative insights
1.breaking the frame into “interactable” 
smaller frames

Our scheme: 

Subject Environment Catalyst

Result changes 
depending on 
the order of 
connection

Result 3:
Story progresses

Result 1:
Easter Egg

Result 2:
Easter Egg

Subject
+

Catalyst
+

Environment

A B C



Narrative insight 3

A use case:

user repositioning phones 

guided by story motifs 

Catalyst

Catalyst

Subject

Environment 

Result

Subject



- Fundamental baseline

→ Puzzle in the traditional sense

→ Puzzle with physical phone interaction

Using the phone as a controller or a toy

Takeaways: Puzzle Design



- Fundamental baseline

Capacity of the phone

Using for Not Using for

Swipe Pinch gesture to sync phone 
position and trigger visuals

Dragging item across 
phones

Touch Tapping on a character

Movement Disconnecting from the grid Real time position 
tracking

Pivot / Rotation Contextual interaction

● Using the full set of phones to play
● Using on screen gesture for merge functionality



- Fundamental baseline

● A beautiful formation

● A system that
○ Give a clear sense of the goal

○ Respond with positive/negative feedback

○ A mechanic that is easy to understand that has endogenous complexity

→ Non-Choreographed live play

How we approach puzzles in the future



Conclusion: Overview

What we distilled:

- Narrative scheme
- The phones as a controller or a toy

What is to come:

- Formalized idioms through systems
- Visual guide



Goals & Deliverables

4 phones → coherent picture

Picture of person thinking about 

1 formation to another ⇒ label 

mechanics

Picture of person thinking about 

scene to another ⇒ label 

narrative

1. Fully explore our 4-phone repositioning design space 

with seamlessly integrated gameplay, narrative, and 

visual content to define this novel medium.

2. Develop a proof-of-concept narrative puzzle experience 

from start to finish as a manifestation of our 

exploration.

3. Crystallize a design guideline from definitions to 

interaction techniques and content idioms, sharing and 

iterating it with verteren game designer. 

If you remember from quarters and during 
pitch, our project is about making an 
interactive experience across 4 phone 
screens that come together to show a BIG 
PICTURE. To fully utilize (nope) this design 
space, our goal is to have a self-contained 
experience where the mechanics and 
storyline blend seamlessly together for 
players to go from start to finish with minimal 
facilitation from us. :::: underselling → 
exploring this design space. We want to be 
judged by if the experience “works”. Both the 
narrative and the exploration. 

1. Explore our medium where gameplay, narrative, and 

visual content seamlessly integrate.

2. Develop a proof-of-concept prototype from start to 

finish.

3. Crystallize a design guideline that defines and 

facilitates creating for it.



Schedule 
8: gdc

9: pn

10: playtest day→  stage 
3 prototype realization 
unique to medium. 

11: pn

12: pn

13: softs

14: pn

Lorem Ipsum

Lorem ipsum dolor sit amet, consectetur adipiscing. 

Donec risus dolor, porta venenatis neque sit amet, 

pharetra luctus felis.

Week 8

Lorem Ipsum

Lorem ipsum dolor sit amet, consectetur adipiscing. 

Donec risus dolor, porta venenatis neque sit amet, 

pharetra luctus felis.

Week 9

Lorem Ipsum

Lorem ipsum dolor sit amet, consectetur adipiscing. 

Donec risus dolor, porta venenatis neque sit amet, 

pharetra luctus felis.

Week 

Lorem Ipsum

Lorem ipsum dolor sit amet, consectetur adipiscing. 

Donec risus dolor, porta venenatis neque sit amet, 

pharetra luctus felis.

Playtest 

Day

PN

Playtest DayGDC

Alpha prototype

Softs Finals

Talk with 
game 

designers

Design guideline foundations

PN PN PN

Beta prototype

Design guideline content adaptation

Polish

Polish




